
22 STORY ^ 
CLUES & HINTS 


COMPLETE 

LISTING 


\ 


S fsSM 

Tty '3fcX[^K$lPP 






jL. Contents 

About this book 

S|- 3 What is ao adventure game? 

J 4 The legend of Silver Mountain 
J (y The land of the Sylvani 
W 3 Characters you will meet 
r 12 Places you will go £ 

w 18 Mystery of Silver Mountain^! 
1 program ijl 

') 28 Program changes for j 

different computers hf\ 
31 I tow to play the game 
i 82 Hints aixl clues 


f *++r\is>: 


Designed hyliraham l^n m<J 
lilt isfrnled by ( hris I* id dell 
Additional illustration I >v Mark Duff in 


™ E MYSTERr OF 

.. Silver ... 

Mountain 

Chris Oxlade and Judy latched 




■< 


About this lx>ok 

This book contains an exciting adventure game program to type into your computer and 
play. The game is set in an imaginary land ruled by a wicked tyrant. Your task is to free the 
people of the land from his domination. You will need to use magic as well as your skill and 
imagination to succeed. If you have never played an adventure game before, you can find 
out what happens in them and what you have to do on the opposite page. 



The first half of the book 
shows you the world in 
which the adventure takes 
place and the people and 
creatures who inhabit it. 
You can refer to these 
pages as you play* Some of 
the pictures contain secret 
information, or things you 
may want to examine more 
closely 

The program listing 
starts on page 18. It is 
designed to work on the 
Commodore 64, VIC 20 + 
Apple, TRS-80, BRC + 
Electron and Spectrum 
computers. The program is 
very long and you need to 
type it exactly as it is 
printed for it to work. 


Playing thcgai ne 


Over the page you can read the story 
behind the game and find out more about 
your quest. Pages 6 and 7 show the 
imaginary landscape you will travel 
through. You can look at this when 
2 playing the game to find where you are. 


There are several puzzles and twists in this 
game so it will probably take you lots of 
attempts before you solve it However, 
each time you play you will learn more 
about how to deal with the problems and 
dangers on your way. + 


*lf you get completely stuck, there are some clues on page 32. 




I n different adventure games 
you have different tasks. You 
may be a detective solving a 
murder. , . 


. . . a pirate hunting for 

treasure. 


. 4 * a spy 

searching for 
secret 

in formal ion. 


You usually give the computer 
instructions consisting of tao 
words* for example. CLIMB 

tri:e:, 


You may need to 
use objects you 
collect in unusual 
ways. 


Turn the page to find out about your 
guest in the adventure game in this 
book. 


What is c»n adventure game? 


When you play an adventure game, you become the hero or heroine of the adventure. You 
have a dangerous quest and you need all your ingenuity and cunning to succeed. You may 
meet monsters or enemies whom you have to outwit. You may come up against obstacles 
such as a raging torrent or a landslide blocking your way. You will come across objects as 
you play the game (a lamp or a rope, for example} which* if you use them properly, will 
help you to overcome hazard s. 


You travel around the imaginary world of 
the game by telling the computer in which 
direction you want to move (north* south, 
east or west). The computer will describe 
where you are and tell you about any 
characters or objects there. You type 
instructions telling the computer what you 
want to do. You can find out how to give 
the computer instructions for the game in 
this book on page 


<“’ur 


You may lose the game if you get stuck; for 
instance* if yob cofhe t6 a locked door and 
you failed to find the key beforehand, or if 
your enemies capture you. You can play 
the game as often as you like* though. It 
will be different each time depending on 
the route you take* what objects you pick 
up, how you use them and how you deal 
with other characters in the game. 




I'he legend of Silver Mounted 


Clustered in small villages at the foot of 
Silver Mountain, the Sylvani were once 
peaceful and prosperous, governed by a 
wise Council of Elders. Travellers from 
many lands came to visit and settle 
amongst these hospitable people. 


All who knew of the Sylvani knew also of 
the Stone of Destiny, held by the royal 
family in the Palace high on Silver 
Mountain. The Stone gave a King or 
Queen the power to direct a person's 
destiny, but it was never used in malice. 


In the reign of Queen Pari , * 

Sylvan, a great threat appeared i - L X 
in the shape of a massive, vicious Grarg 
army, intent on seizing the land and the 
Stone. With them came their most 
powerful wizard. Magrarg, 


In desperation. Queen Pari Sylvan 
obtained permission from her Council of 
Elders to use the Stone. She entered the 
Silver Chamber and, placing her hands 
around the Stone, cried the magic words 
which would unlock its power. 


As she spoke, a great thunderclap echoed 
as Magrarg joined in mental conflict w r ith 
the powers of the Queen and the Council of 
Elders, concentrated through the Stone. 
Sylvani and Grarg alike reeled under the 
mental shock waves. 


One of the Elders was the son of a Grarg 
wanderer who had settled in peace among 
the Sylvani. As the clash of minds grew 
fiercer, he collapsed under the strain of the 
conflicting forces within him. and Magrarg 
howled in triumph. 






Since then, the Sylvani have lived in terror 
as slaves of a merciless overlord, Grarg 
Ogban, and victims of his murderous 
thugs. He uses the Stone to wreak 
destruction on the families and friends of 
anyone who dares oppose him. 


The Sylvani Elders once had hope. Pari 
Sylvan, brutally murdered by the invaders 
left behind a baby son, Kylar. He was 
entrusted to a wise hermit who brought 
him up. His identity was kept a closely 
guarded secret. 


iefore she died. Pari Sylvan 


Over the centuries the whereabouts of 
these seemingly insignificant objects had 
heen forgotten, Kylar Sylvan set off to try 
and locate them. For years he searched* 
telling no one of his progress for fear of 
endangering their lives. 


had locked 
into the mind of her infant son a secret: her 
royal ancestors had given the people 
certain magic objects whose combined 
power would overcome any evil force 
controlling the Stone of Destiny. 


Cne day. when the Elders sensed he was 
on the brink of success. Kylar was slain by 
a greedy Grarg who coveted a brooch he 
wore - a present from the hermit. Any 
magic objects he had found returned in a 
trice to their resting places. 


Since then, the Elders have revealed the 
quest to a succession of true and worthy 
Sylvani: all have failed. Now they cry out 
to anyone who will listen: 

‘‘Who will accept the challenge and free 
us from tyranny? 1 ' 


The land of the Sylvani 



Bands of unruly Grargs patrol the 
countryside. You will probably hear their 
noisy approach before you see them. 


This is the terrain through which you have 
to travel* searching for the magic objects 
and overcoming the hazards along the 
way. You do not know what the magic 
objects are and you will have to watch out 
for clues to their identity. Also, what are 
the magic words which will unlock the 
power of the Stone? You will need all your 
ingenuity to succeed in your quest and 
enter the Silver Palace, Even then, your 
troubles are not over* 


Burrowing through the 
core of Silver Mountain are 
secret tunnels leading to 
the Silver Palace. Few 
people with knowledge of 
them are still alive. 


Kylar met his death here, 
where there is no one to 
hear a cry for help. 


This bridge is not as safe as 
it Looks. 




These woods are dark and 
eerie. Other attempts to 
free the Sylvani have failed 
here. 


The villagers keep to their homes and dare 
not talk to strangers incase they are Grarg 
spies. Many cottages are deserted, their 
inhabitants having fled or been 
slaughtered by Ogban's hordes. 


Inside the Silver Palace is the Silver 
Chamber, resting place of the Stone of 
Destiny. In the unlikely event of anyone 
entering the Palace to rescue the Stone, 
the Wizard Magrarg has woven a powerful 
spell to prevent anyone, except he and 
Lord Ggban, approaching it. 


This ancient stone circle 
has a mystic force. It may 
hold secrets valuable to 
you. 


A huge glacier begins its 
slow descent high on the 
peak next to Silver 
Mountain, 




Characters you will meet 


Corel OgESan 


Insane with power and greed, Lord Ogban 
rarely leaves his chamber. Having lost all 
his natural qualities of leadership* he 
prefers to stay close to the Stone of Destiny 
which is his only means of control. He is 


still a formidable opponent, although he 
shares the Grarg weakness for the food 
and wine brought in vast quantities to the 
door of his chamber by a henchman. 


Wizard Ma§rar$ 

Although Ogban may 
consider himself the ruler 
of the land, in fact it is 
Magrarg who holds the 
power. He is happy for 
Ogban to concern himself 
with the day to day torment 
of the Sylvani, leaving the 
Wizard free to engage in 
ever more extreme sorcery* 
So long as he holds the 
Stone* there is no magician 
on Earth to match him. His 
power is so concentrated 
that should he catch sight 
of himself in a mirTor, the 
evil reflected back into his 
eyes would cause an 
explosive short circuit. 


I /i >< 
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Terrorising the countryside are greedy 
Grarg patrols. They will capture you as 
soon as look ai you. A hefty guard is 
mounted inside the Palace and any 


stranger is instantly recognized. Grargs 
are individually cowardly, yet virtually 
indestructible due to their sturdy armour 
and deadly weapons. 





The last gift Queen Pari Sylvan gave her 
son Kylar was a puppy. Intent on inflicting 
suffering on any member of the royal 
household, even a dumb animal, Magyar g 
put a spell on the puppy condemning it to 


shiver and starve outside the glass gates of 
the Palace for ever. Having known no 
kindness since the first weeks of its life, the 
playful young puppy has grown into a 
ferocious guard dog. 
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In his youth, Ogban was a 
keen hunter. The Wizard 
Magrarg used to create fantastic 
creatures for Ggban's sport. One of these 
horrendous animals, a Boar the size of a 


bull, was never caught, and now roams the 
countryside preying on any living thing it 
encounters. Grarg warriors refuse to enter 
its territory, but you may have to. 


tr?- 




Ogbaifc U<)<ir 


people from mowing freely about the 
countryside. 



Gl lost of the; <iot >lin Guardian 


In his lifetime* the Goblin guarded a secret pathway and prevent anyone from 

pathway on the side of Silver Mountain. passing* Only one thing can free a goblin’s 

When he died, he was buried in the Goblin soul: somewhere, the Goblin King has left 
Graveyard, but Magrarg put a curse on a riddle out of sympathy for his subject but 

him condemning his ghost to haunt the so far no one has solved it. 


The Hermit who cared for the infant Kylar 
still lives deep in the forest. He does not 
seek company and trusts no one except the 
few Elders who have 


so far escaped the 
death -dealing wrath of Ogban. His 
lifetime spans many generations and he 
may have knowledge vital to you, but he 
will need proof of your intentions. 




.1 



Places you will 


IJtK'k garden 


Queen Pari Sylvan made this rock garden 
many years ago. Plants flourish 
extraordinarily well here. 


Oghan uses this cellar to store his supplies 
of wine. The casks, though T have been 
here since before his time. 




White cottar 


This cottage belongs to one of the Elders, 
recently imprisoned by Ogban. He may 
have had something to give you to help 
you on your quest. 


Fountain 


The fountain has stood in this courtyard 
for longer than anyone can remember. 





This statue of a r 
ancient Sylvani 
ruler has been 
defaced by 
the Grarys. 


Should yotTwmrt to cross’” 
the lake, beware. It is said 
to be bottomless and is 
subject to freak winds 
which sweep across its icy 
surface. 


Nlosaic-fkiyrert hall 

Here* you will C . - 

begin to feel a 
strange force j X 
capping your / V 
strength. Do not / /ffT 
ign ore your 

surroundings, ^ rjA j 
though, p mj.,;: 





Goblin graveyard 


This is an eerie place. A mysterious 
epitaph catches your eye but you may not 
be able to understand it. 






You feel a sense ofwePwing hcie. Irte 
spirits of those who built the circle must be 
encouraging you. 



Library 


k / Jlmke 
/ Pead 
/ Protect 
mp 

Guide i 


Grargs are not interested in learning, so 
the library is dusty and deserted. There are 
many scholarly books, though. 



Sir 





v iy 

\zf r: ' 4 

■ ■ '"^5 

J2^ 

it'll 

n it Li 

■i I* 

^ t j 

# (o 

fata 




} 



B<)nquetin$ hall 

This Grarg has eaten and drunk too much 
at one of their frequent banquets. Be 
careful not to wake him. 


t li<jh pinnddt 




V 7 ‘ ; ' » 

You are exhausted having struggled up 
i here. Be careful not to miss anything, 
though — you may not make it a second 

Lii™: 






Mystery of Silver Mountain 


The program listing for the Mystery of Silver Mountain starts below. Type it into your 
computer exactly as it is printed. It is designed to work on the Commodore 64. VIC 20, 
Apple, TRS-80, BBC, Electron and Spectrum computers. Some of the lines need 
changing for different computers. These lines are marked with an asterisk and the line 
changes are Listed on pages 28 and 29. When you come across a line marked with an 
asterisk, refer to these pages to see whether you need to change the line for your 
computer. 

Typing the program in may give you some clues to the game but it will not Spoil it for 
you. If you can persuade a friend to type it in for you, though, all the better. You will 
probably need to give your friend a reward for doing it as it may take several hours. There 
will probably be some bugs caused by typing errors, so debug the program very carefully, 
then save it on tape or disk. 

You can find out how to play the game on page 30. 


Type the program in very 1 
carefully - a single mistake \ 
will stop it working properly. 
Check each line afteryou have 
typed it. This is easier than 
checking large chunks of the 
program at a time. < 


♦ 10 LET EL=39: LET ND=80:LET NY=57sLET G=28 
20 6QSUB 33 BO 

30 GDSL’B 4400 
40 LET LL=0 
50 6QSUB 3310 

♦ 40 LET Pi= WML (LEFT* (01, !)))+■ ■+YtiVftLlW0*W,2,im + 
+ 70 LET Jt=Rt+\ "♦‘VQU ME *+PltRISHN (DI,LE!HD*! -2H' V 

SO GQSUB 3330: LET «=" 

90 FOR [=1 TO 6-1 
100 READ Of 

♦ 110 LET Pf=Yf (VALiLEFTfiDf'lH liGOSUB 3350 

♦ 120 IF F 1 1 > =0 AND CII)=R THEN LET JI=W “+PI+* ■«*+',• 
J30 NEXT 1 

140 IF R=29 AND F(4fl)=0 THEN LET GRARGS FEASTING 

150 IF R=29 AND F<4B)=1 THEN LET 0*=J*+" A SLEEPING GRARG t 
160 IF R=I2 DR R=22 THEN LET Jf=JW A PONY, 1 * 

170 IF R=64 THEN LET J**W A HERMIT,* 

♦ 100 IF R=I0 AND El f lfl)=*N* THEN LET J*=W“ AN DAK DQ0R, " 
190 IF R=59 AND F(40)=I THEN LET J*=Jt+* QGBAN (DEAD),' 

200 IF JJO” THEN LET Jf=\ YOU CAN SEE'+J* 

210 LET JMJlt* AND YOU CAN GQ ' 

220 GQSUB 4830s PRINT * '? 

♦ 230 FOR 1=1 TO LENiEf (RlkPRINT HIB*IEHR),U>i Vi 
240 NEIT I:PRINT:PRINT 

♦ 250 LET R*= "PARDON?* : PRINT ■==============«====«======== 

♦ 200 PRINT: PRINTrPRINT 'NHAT NHL YOU DO NGN 'j|j W! l r f'4 

270 INPUT If 

2G0 IF WSAYE GftHE" THEN GOTO 4430 
290 LET Y$="':LET T4*“iLET VB=0:LEI B=0 


Before you begin typing, look 
at pages 23 to 30 to find out 
which lines need changing for 
your computer. You could put 
a pencil mark beside these 
lines in the main program 
listing to remind you that they 
need changing. 


You need to type in different 
numbers of equals signs on 
different computers in line / 
250. See pages 28 to 30 - / 



If you have a C64. leave out all 
spaces between words and 
numbers in lines 510, 580. 600 
and 620 as well as the 
command LET. 


*360 LET Uf=LEFTIIVt,3) 

*370 FOR ]=t TO NVilf NIDMBf, 1*3-2, 31 =Uf THEN LET VB=IfLET I=NV 
380 NETT MET FI 341=0 
m GOSUB 3330 

400 FDR 1=1 TD NO; READ Qt:TF K=G THEN GDSUB 3350 
410 IF Tt=Qf THEN LET B= I : LET I -NO 
420 NETT I 

430 IF B=0 AND F(36)=0 AND Y*>" THEN LET Tf=T*t"S":LET F[I6)=J:GDT0 390 
440 IF VB=0 THEN LET WB=NV+i 
450 IF Tl*** THEN LET Rt='I HEED TND H0RDS" 

460 IF VB1NV THEN LET Rt=’TRY SQNETHING ELSE 1 
470 IF mm AND B=0 THEN LET fl*='YDU CANNOT ’HI 

48D IF B)G OR B=0 THEN 6DTD 510 l 

490 IF YB=8 DR VB=9 DR VB=J4 DR VB=17 OR VB=44 OR VB>54 THEN GOTO 510 
500 IF VB(NV AND ClBlOO THEN LET RI='Y0U DO NOT HAVE THE ' *14; GOTO 30 
*510 IF R=56 AND F [351=0 AND VB037 AND VBOS3 THEN LET HAS EOT YOU!’; GOTO 30 

520 IF VB=44 OR VB=47 OR VB=19 OR VS=57 OR 98=49 THEN GOTO 540 
530 IF R=4B AND F(63>=0 THEN LET Rt=K?|;6OT0 30 
540 LET H=VAL(STRJ IR) t-STRI IB) 1 
*550 ON 1NT((V6-U/13)M 60TD 540,580,400,420,640 
*560 ON V8 GOSUB 800,800,600,300,900,800,1220,1290,1290,1470,1470,1750,1890 
570 GOTO 450 

*590 ON VB-13 GOSUB 1960,1980,2010,2050,2870,2120,2220,2310,2300,2420,2450,2470,2520 
590 GOTO 650 

*600 ON VB-26 GOSUB 2550, 2580, 261 0,2450, 2670, 2700, 2720, 2730, IB 30,2800, 2670,2710, 2920 
610 GOTO 650 

*620 ON VB-39 GOSUB 2950,2990,3010,3050,3070,2310,2990,3070,3130,2120,3190,1470,3100 
630 GOTO 650 

640 ON VB-52 GOSUB 2870,3150,1290,1290,3170,3200 
650 IF F162I=J THEN GOTO 730 

660 IF R=41 THEN LET F(67)=F [471+1; IF FI67}*10 THEN LET F[561=1:LET R*="YQU SANK!* 

670 IF R=56 AND FI 351=0 AND CI10K10 THEN LET RJ=X1*+" GETS YOU!' 3 LET F (561=1 
680 IF F [54 1=0 THEN GOTO 30 
*690 GOSUB 4400; PRINT R4 
*700 PRINT ’YOU NAVE FAILED IN YOUR QUEST!* 

*710 PRINMRINT 'BUT YOU ARE GRANTED ANOTHER TRY' 

720 GOSUB 3360: RUN 
730 GOSUB 4400 


740 PRINT “HDQODGRSRRflRAAAAAYYYYYY! ’ 
750 PRINT 

*760 PRINT "YOU HAVE SUCCEEDED IN YOUR' 
*770 PRINT "OUEST AND BROUGHT PEACE TO* 
*7B0 PRINT "THE LAND" 

790 ST DP 




The message in lines 740 to 
780 will be printed on the 
screen if you win the game. 




The words in line 840 are in 
code so copy each letter 
carefully. 



BOO LET D=VB 

BIO IF D=5 THEN LET S=1 

B20 IF 0=6 THEN LET D=3 

B30 IF NOT HR=75 AND D=2) DR (R=76 AND 0=4)1 OR F (641=1 THEN GOTO 050 
B40 LET Rf=*B USPNN WOT ZPV DSPTTJOH': GOSUB 4240:RETURN 



19 



850 

880 

870 

880 

890 

♦900 

♦ 910 
920 
930 
990 
950 
960 
970 
980 
990 
1000 

♦ 1010 
1020 
1030 

♦1040 

1050 

1060 

♦ 1070 
1090 
1090 
1100 

♦ 1110 
1120 
1130 
1140 
1150 
1160 
1170 
1190 
1190 

♦ 1700 
1210 
1270 
1230 

♦ 1240 
1250 
1260 
1270 
1280 
1290 
1300 
1310 
1320 

20 1330 
1340 
1350 


IF F(641=l THEM LET F(64S=0 
IF FI5II=1 OR F (29) =1 THEN GOTO 900 





[f you have a C64. leave out 
the spaces in line 900 and use 
the shortened form of the 
command RETURN (see page , 
28). 


IF F(55M THEM LET F(56> = 1:LET R$="GRAAGS HAVE GOT YOU! "(RETURN 
IF R-29 AMD F(48)=0 THEM LET fi$="6RAR6S WILL SEE YOU f; RETURN 
IF R=73 OS fl=42 OR R=? OR R- 10 THEN LET Rt=X3l:LET FI55)=l:flETURN 

IF C f 9> =0 AMD 1 < R=52 AND 0=2) OR (R=31 AND 003)) THEN LET RF="THE BOAT IS TOO HEAVY"! RETURN 

IF C(0)OO AND UR=52 AND D=4) OR (R=3i AND D=3» THEN LET RI="YDU CANNOT SNIM ‘ : RETURN 

IF R-52 AND CIB)=0 AND 0=4 AND H30)=0 THEN LET R*="HQ POWER! *: RETURN 

IF R-41 AND D=3 AND F<31)=0 THEN LET Rl="UIF CPBU JT TJQIOOH T - : 6DSUS 4260;RETURN 

IF ft=33 AND D =1 AND f(32>=0 THEN LET R$="QGBArS BOAR BLOCKS YOUR PATH": RETURN 

IF < (R=3 AND D=2) OR (R=4 AND D=4I> AND F (451=0 THEN LET RETURN 

IF fi-35 AND EU3JOR THEN LET Rt=*TH£ ICE IS BREAKING 1 ": RETURN 

IF R=5 AND (D=2 OR 0=4) THEN GOGUfi 4310 

IF R=4 AND DM THEN LET St=‘PASSA8E IS TOO STEEP": RETURN 

IF R=7 AND D=2 AND F146i=0 THEN LET R*=*ft HUGE HOUND SAR5 YOUR WAY": RETURN 

IF (R=38 Oft fi=37) AND F(50)=0 THEN LET ftf="JU JT UPP EBSL":GOSUB 4260:ftETURN 

IF RM? AND 0=2 AND Fi54>=0 THEN LET 'HYSTERICUS FORCES HOLD YOU BACK": RETURN 

IF RM9 AND 0=3 AND F(68)=0 THEN LET flt="YOU NET OGBAN!! !":LET FI 56 1=1: RETURN 

JF fl=30 AND F (65)=0 THEN LET R»=*RATS NIBBLE YOUR ANKLES": RETURN 

IF R=59 AND ID=1 Oft D«4> AND F164)=0 THEN LET RF="YQU SET CAUGHT IN THE WEBS!": RETURN 

IF R=48 AND 0=4 AND Ft70)=0 THEN LET RS="THE DOOR DOES NOT APEW: RETURN 

IF ft=40 AND f (47)=1 THEN LET F(68)=l 

IF ft=37 AND 0=4 AND EI(37)="£W* THEN LET R=67:LET Rt="THE PASSAGE NAS STEEP!*: RETURN 
IF R=29 AND 0=3 THEN LET F(4B)=1:LET F(20)=0 
JF R=8 AND D=2 THEN LET Fi 465=0 
LET ON=R:FDR 1=1 TO LENiEilRi) ^ 


LET KI=nlDS(EliOH),I,l) 

IF <K*=*N" OR KM'UM AND D=1 THEN LET R=R-10 
IF KJ=“£" AND 0=2 THEN LET R=R+1 
JF !XI="S* OH Kf= "0") AND D=3 THEN LEI R-fi+lD 
JF Ki=“N" ANO D=4 THEN LET R=R-1 
NEXT I: LET Ri=’QK" 

IF R=OM THEN LET RI="YOU CANNOT GD THAT WAY* 



If you have a C64. leave out 
the spaces between words and 
numbers in lines 1010. 1040 
and 1070. 


f you have a C64. leave 

the spa ces in line 1200. 


"OK, YOU CROSSED" 



IF t (OM=75 AND D=2) OR (0M=7fr AND D=4D THEN LET R*= 

IF F (291=1 THEN LET F139J=F(39)+I Z*' 

IF f (39)15 AND F(29l=i THEN LET Rt="CPPUT IBWF XPSO PVU": GOSUB 4260:LET F(29)=0:LET C(3)=B1 
RETURN 

GOSUB 5330:- LET fl*="0.K":L£T F(49)=0 
PRINT "YOU HAVE 

FOR 1=1 TO G: READ Q*:GOSUB 3350: IF 1 = 1 AND CIU=0 AND F1MM THEN LET 0»=*C0IN* 

IF I=G AND £ £53=0 THEN GOTO 1270 

IF C f I > =0 THEN PRINT DljVj:LET F(49)=l 

NEXT I: IF F(49)=0 THEN PRINT "NOTHING" 

PR] NT: GOSUB 3360: RETURN 

IF IM377 THEN LET RI="HOW?": RETURN 

IF M = 4 1 7 7 Oft H=5l77 THEN LET B=16:G0SUB 2380:RETUfiN 

IF B=38 THEN LET RI="T0O HEAVY !* (RETURN 

IF 6=4 AND F (431=0 THEN LET RI=*IT IS FIRMLY NAILED DN!":R£TURN 

LEI C0=0: FOR 1=1 TO 8-li IF C(l)=0 THEN LET C0=C0+1 

NEXT I: IF COM3 THEN LET fi$="Y0U CANNOT CARRY ANY MORE RETURN 

IF 8>G THEN LET R$="YGU CANNOT GET THE "tT*: RETURN 




1360 

1370 

1330 

1390 

1400 

1410 

1420 

U30 

14*0 

1450 

1460 

1470 

i480 

1490 

1500 

1510 

1520 

1530 

1540 

1550 

1560 

1570 

1590 

1590 

*1600 

1610 

1620 

1630 

1640 

1650 

1660 

1670 

1690 

1690 

1700 

1710 

1720 

1730 

1740 

1750 

1760 

1770 

1700 

1790 

1300 

1810 

1320 

1330 

1840 

1350 

1860 


Leave spaces between quotes 
wherever they occur in the 
listing, for instance at the end 
of line 1400. 


‘YOU HAVE THE *+TI 



If you have a C64, leave out 
the spaces in line 1600. Also, 
use the shortened form of the 
command GOSUB (see page 
28). 


T 



IF 3=0 THEN RETURN 

IF CiBlOR THEN LET IS NOT HERE" 

IF FtBl-1 THEN LET R4="WHAT "tTi+'?‘ 

IF C(B)=0 THEN LET R»="Y0U ALREADY HAVE IT" 

IF C16>=R AND F(Bl-0 THEN LET E 1 81 ‘0: LET Rt 
IF B=2S THEN LET E(5)=8l 
IF 8=5 THEN LET C(2Sl=0 

IF Cl 41=0 AND C 1121=0 AND Cl 15 1=0 THEN LET f <541=1 
IF B=B AND F (301=1 THEN LET Cl2)=0 
IF 8=2 THEN LET f (301=0 
RETURN 

LET Rt=*Y0U SEE NHAT YOU RIGHT EKPECT!* 

IF 9)0 THEN LET fil= "NOTHING SPECIAL" 

IF 8=46 OR 8-03 THEN GOSUB 2550 
IF H=B076 THEN LET R$='IT 13 ElPTY* 

IF H=3080 THEN LET flf="AHA!":LET F(|)=0 
!F H=7029 THEN LEI M=*QK"iLET F<2)=0 
IF 8=20 THEN LET Rl="N8(J01FT JO OPDLFU'iGOGliB 4260;LET CI2AI 
IF H=1643 THEN LET fi^’THERE ARE SORE LETTERS J "*G$(2f+”* 

If H=?432 THEN LET R*=’U1F2 BSF SQQNF USFFT": GOSUB 42i0:LET F!5)=0 
IF H=2l34 OR H=2l87 THEN LET ftl= , 0K , !LET FI 141=0 
If 3=35 THEN LET RI=*IT IS FISHY 1“ ! LET F(17)=0 
IF H=343B THEN LET Rf="QK - : LET F (221=0 
IF H=242 THEN LET RS="A FADED INSCRIPTION" 

IF TH= 1443 OR H=1483) AND FI33)=0 THEN LET R4="B HMJNNF5J0H GSPN UIF EFOUIT':GQSUB 4260 

IF (H=1443 OR H=14B5) AND F 1331=1 THEN LET R4='5QNEIH!N& HERE...*: LET F(121=0 

IF H=2479 OR H=24*4 THEN LET RI="THERE IS A HANDLE" 

IF 6=9 THEN LET R4="Ulf tlBCM SFBET ‘ CPJTP0' ■ s GDSUB 4260 
IF HMQ55 THEN GOSUB 3290 
IF H=2?49 AND F(49)=l THEN LET RI="VERY UGLY!" 

IF H=7158 DR H=71B6 THEN LET Rl=" THERE ARE LOOSE ERICKS 
IF R=49 THEN LET flt="VERY INTERESTING!" 

IF 8=52 OR B=82 OR B=81 THEN LET Rl=" INTERESTING" 

IF H=697B THEN LET R$=" THERE IS A WOODEN DOOR" 

IF H=69?0 THEN LET ft$=’YQU FOUND SGI9ETHJ H6 " ; LET F 141=0 
IF H=2046 THEN LET R4="A LARGE CUPBOARD IN THE CORNER" 

IF H=6865 DR H=4B53 THEN LET Rl=" THERE ARE NINE STONES" 

IF H=248 THEN LET Rt="B BBEFE XPSE - 'N S I T'VSOSUB 4260 
RETURN 

IF R=64 THEN LET R*="HE GIVES IT BACK!" 

IF H=64?5 THEN GOSUB 3210 
IF R=75 OR R=76 THEN LET Rt="HE DOES NOT WANT IT" 

IF 1=62 AND F(44)=0 THEN LET R4='YOJ HAVE RUN OUT!" 

IF (H=7562 OR H=7642) AND Ff44> >0 AND C(1J=0 THEN LET R|="HE TAKES IT’tLET F (441 = 1 
IF F 164 1=1 THEN LEI F(44)=F(441-|:1F F(*4)=0 THEN LET C(ll=8l 
IF B=1 THEN LET R*="HE TAKES THEN ALL": LET C(l)=BJiLET F(64) = 1:LET F(44)=0 
IF H=2228 AND Cl5l=9i THEN LET R^ISI+'NORTH'jLET C(28)=81:LET R=12 
If <H=2228 AND C(51=0I OR H=225 THEN LET R*=J(Bt+'NDRIH“:LET R=12 

IF IH=122B AND Cl5)=OI OR H=125 THEN LET R*=KBH' "SOUTH* : LE T R=22 

IF fi=7 OR R=33 THEN LET Rf='H£ EATS IT!" tLET C (81=81 
IF H=711 THEN LET F(46)=1:LET RI=“HE IS DISTRACTED" 


, 

I ir 
r II 


Use a ruler to keep your place i 
in the listing. Put it under the , 
line you are typing, moving it 
down the listing line by line as " 
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1070 IF H=385 UR H=3824 THEN LET RJ="TH£Y SCURRY ANAYMET CYB>=fllrLET F<651=1 
1000 RETURN 

1090 LET R$="YOU SAID IT" 

1900 IF 8=B4 THEN LET Rt="YQU MUST SAY THEM ONE BY ONE (*: RETURN 

1910 IF R<>47 OR B<71 OR B>75 OR C(27K>0 THEN RETURN 

1920 IF B=7l AND F(60)=0 THEN LET R*=m:LET F (601-1: RETURN 

1930 IF 0=72 AND F(60>=1 AND F(6U=0 THEN LET R$=I0$:LET F(bl)=l sfiETURH 

1910 IF S=<F (521+73) AND F (601=1 AND FI6I)=1 THEN LET F (621=1: RETURN 

1950 LET RI='THE WRONG SACRED WORD! MET F (561=1: RETURN 

1960 IF 0=5 Oft 0=10 THEN GO5U0 1290 

1970 RETURN 

19B0 IF 0=3 THEN LET F(29)=1:LET fl$=TPV ESF JOHJTJCNFMEI F(55l=O;0fI5UB 1260 
1990 IF 0=20 THEN LET FI51)=t:LET RJs'lPV BSF EJTHVJTFEMET F(55)=0:G0SUB 4200 
2000 RETURN 

2010 IF B=2 OR B=14 THEN LET R4=" NOTHING TO TIE IT TO" 

2020 IF H=72I4 THEN LET RJ="IT IS TIED"? LEI C( 141=72: LET F (531=1 
2030 IF H=722 THEN LET R»='OKMET F(401=1:LET C(2l=72 
2040 RETURN 

2050 IF H=1547 AND FI30)=1 THEN LET fl»=*ALL R1BHTMET R=16 
2060 IF B=11 OR 0=2 THEN LET RI='NOT ATTACHED TO ANYTHING !' 

2070 IF H=51l4 AND C( 141=54 THEN LET Rl-'fOU ARE AT THE TOP" 

2080 IF H=7214 AND F(53) = l THEN LET ft$="GQlNG DDHNMET R=7l 
2090 IF H=722 AND F(401=l THEN LET R=71:LET Rt»*IT IS TflflNME! Ct2l=01:LET F (401=0 
2100 IF H=7 I 1 4 AND F(53)=l THEN LET Cil4l=7liLET F(53)=0:LET Rt=‘IT FALLS D0NN-8UHP! " 
2110 RETURN 


2120 

2130 

2140 

2150 

2160 

2170 

2180 

2190 

2200 

2210 

2220 

2230 

2210 

2250 

2260 

2270 

2200 

2290 

2300 

2310 

2320 

2330 

2140 


IF H=S22 THEN LET RI="DK*:LET F(30>=1 
IF B=i OR 6-62 OR B=5 OR B=2B OR B=U OR 0=24 THEN GDSUB 1750 
IF H=416 THEN LET R!=*2PV IBWF LFQU 0GHPBUMET F (311=1: GDSUB 426Q:RETURN 
IF H=1116 THEN LET Rf="IT IS NOT BIG ENOUGH RETURN 
IF B=19 DR B=7 THEN G0SU8 2170 
IF B=13 THEN G0S118 2730 
IF 8=19 THEN GDSUB 3070 
IF 0=10 THEN GOSU0 2870 
IF E= 16 OR B=6 THEN GOSUB 2380 
RETURN 

IF B=76 OR B=38 THEN GtJSUB 1470 
IF H=2030 THEN LEI F(9)=0:LET Rt=*CK" 

IF H=6030 THEN LET fi»="OK"!LET FI3>=0 
IF H=2444 OR H=1870 THEN LET Rt="YQU ARE 
If H=3756 THEN LET fl$=“A PASSAGE" 1 : LET Ef(37) = "EN" 

If H=5960 THEN GDSUB 3260 
IF H=6970 THEN LET ft*=“IT FALLS OFF ITS HINGES* 

IF H=1870 THEN LET R$="!T IS LOCKED 1 
RETURN 

IF 8)8 THEN LET Ri="IT DOES NOT BURN* 

IF 8=20 THEN LET R(="YOU LIT THEN" 

IF H=3026 THEN LET R*="NOT BRIGHT ENOUGH'’ 

IF (B=23 OR H=69701 AND H261O0 THEN LEI M=*0P NBUOIFT*: GDSUB 4260 


You may find it easier to type 
in or ditch the listing if 
someone reads it out to you. 


IDT STRONG ENOUGH" 



2 2 2350 IF 8=23 AND CI20J=O THEN LET Rl="A BRIGHT *+Vl:LET F (501=1 

2360 IF H=6970 AND C(26)=0 THEN LET F(43l=l!LET ft>=* IT HAS TURNED TO ASHES* 
2370 RETURN 




23 BO IF (B=14 OR B^fc] AND lR=4i OR R=51) THEN LET Rt=‘W CAPSIZED! *; LET F(54)=l 

2390 IF H-4514 AND C(J6>=0 THEN LET RM'IT IS NON FULL'jLET F(34>=i 

2400 IF H=454 THEN LET R(='IT LEAKS OUT!" 

2410 RETURN 

2420 JF B<>22 OP POIS THEN LET fil='DDES NOT 6R0N! *:RETURN 
2430 LET flt='DK*!lET f 1371=1 
2440 RETURN 

2450 IF 8=22 AND F (371=1 AND Fi34i=| THEN LET R*=X2*:LET F (301=1 ! GOSUB 4200 
2440 RETURN 

2470 JF 8=7 OR B=IB THEN LET PI^THKACK 
2480 IF H=S918 THEN LET R»=’YOU CLEARED THE NEBS': LET Fl46l=J 
2490 IF H=1B7 THEN LET Rf='THE DOOR BROKE! MET E9M8l=*NSMET Et(20)= , NS i 

2500 IF K=7 17 THEN LET R*='VOlf BROKE THROUGH* i LET Eltflls'N' 

2510 RETURN 

2520 IF 6=14 THEN LET B=22:GDSUB 24S0 
2530 IF H=499 THEN LET R*=“NH£RE?' 

2540 RETURN 

2550 IF H=4337 THEN LET VB=2:S0SUB 800;RETURN 
2560 IF R=36 THEN LET At='YDU FOUND SOMETHING' ! LET F(13)=0 
2570 RETURN 

25 BO IF R=74 THEN LET VB=4:GDSUB BOO: RETURN 
2590 IF R=75 THEN LET VB=2i GOSUB 800 
2400 RETURN 

2410 IF <8=3 AND F(29)=l) THEN LET RI=‘TAKEN OFF * : LET F129 
2420 IF <6=20 AND F (51 1=1) THEN LET RF='QK " :LET F <511=0 
2430 IF 8=34 OR B=50 THEN GOSUB 2950 
2440 RETURN 

2450 IF H=3859 OR H=3339 OR H=I241 DR H=224i OR h=751 THEN LET Rt=*MTK NHAT?" 

2440 RETURN 

2470 IF H=2340 THEN LET R»="]T GOES ROUND 1 

2460 IF H=2445 THEN LET ftf="UIF HBUFT POF0, UIF OPPM FNBUJFT ■ : LET F(33)=1:G0SUB 4240 
2490 RETURN 

2700 IF R=14 OR fi=5l THEN LET RF=*YOU HAVE DRONNED'jLET F <541 = 1 
2710 RETURN 

2720 LET fi$= “HON? "(RETURN 
2730 IF B=0 OR B>G THEN RETURN 
2740 LET C(BI=fl!LET REDONE 1 

2750 IF H=418 OR H=5l8 THEN LET Rt=‘YOU DR DNN ED ! MET FI541=l 
2740 IF B=0 AND F{30)=1 THEN LET C(2I=R 

2770 IF B=14 AND F<34)=1 THEN LET Rt='YOU LOST THE HATER! MET F(34l*0 
2760 IF 8=2 AND F (301=1 THEN LET f (301=0 
2790 RETURN 

2600 IF 8=62 AND F< 441=0 THEN LET R*=“YOU DO NOT HAVE ANY" 

2810 IF H=5742 AND CM 1=0 AND F<44)>0 THEN GOSUB 3230 
2620 RETURN 

2630 IF 8=0 DR 8)G THEN RETURN 
2840 LET R*= , DID NOT BO FAR!": LET C1B1=R 

2850 IF H=3317 THEN LET R»="IPV DBVHIU UIF CPBS 1 : LET F (321=1; GOSUB 4240 
2640 RETURN 

2B70 IF B=10 THEN LET Rl='0 OJOF UVOF“: GOSUB 4240 
2080 IF H=5233 THEN LET RI='NHAT HI TH? " 
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2390 IF B-03 THEW LET Ri=’H0N, P MUSICAL ONE?" 

2900 IF H s 5610 THEN LET F1351=!:LET RMI1I*' IS FREE' MET E4I56)=’NS* 

2910 RETURN 

2920 IF 8=0 OR 8>3 THEN RETURN 
2930 IF B=5 Oft B=24 THEM LET Ri="YUM TUI! MET C(BI=3I 
2910 RETURN 

2950 IF R=4 AND B=50 THEN LET F (151=1 :LET Ri="Y0U REVEALED A STEEP PASSAGE" 

2940 IF R=3 AND B=SG THEN LET R$="YQU CANNOT MOVE RUBBLE FROM HERE’ 

2970 IF H-71 56 THEN LET Ri-"TH£Y ARE HEDGED IN'" 

2930 RETURN 

2990 IF (S*67 OR 8=68) AND Ct9)=0 AND ft=49 THEN LET fl*»’0KMET F(17>=1 
3000 RETURN 

3010 IF R(>27 OR 8063 THEN RETURN 

♦ 3020 PRINT SPRINT "HON MANY TIMES?"! INPUT MR} IF MR-0 THEM PRINT ’A NUMBER"! GOTO 3020 
3030 IF MR-FI42) THEN LET RI="A ROCK DOOR OPENS" ; LET E$ (271 ="EN"; RETURN 

3040 LET R1=*IPV IBNF NJTUSFBUFE OIF CFHNIMET Fl56)=l:G0SUB 1240: RETURN 
3050 IF H=5841 THEN LET H=5B1B: GOSUB 2470 
3060 RETURN 

3070 IF (H=1B44 DR H=43l9) AND Ctl9)=0 THEN LET RI=I6$!LET Fl63)=i!G0SU8 4260 
3030 IF B=27 THEN GOSUB 1290 
3090 RETURN 

3100 IF H=7549 OR H=7649 THEN LET Rl="NHAT WITH?" 

3110 IF B=1 OR B=42 THEN GOSUB 1750 
3120 RETURN 

3130 IF H=4B70 AND C(21)=0 THEN LET R*="THE KEY TURNS! MET F(70)=i 
3140 RETURN 

3150 IF H=1B70 THEN LET Rt=*HDW?" 

3160 RETURN 

3170 IF fl=48 THEN LET fil="HDN , ‘ 

3130 RETURN 

3190 LET RJ="ARE YOU THIRSTY?’ 

3200 RETURN 

3210 LET R1=’HE TAKES IT AND SAYS r "+5IRi(FI42I )+* RINGS ARE NEEDEB’MET E(25)=B1 
3220 RETURN 

3230 LET F ( 44) =F 1441-1; LET RI="A NUMBER APPEARS - ’+STRt(F!im 
3240 IF F(44) s 0 THEN LET CllhSl 
3250 RETURN 

3260 PRINT! LET Rt= J XIBU JT UIF DPEF't GOSUB 1240:PRINT Ri; INPUT ON 
3270 LET R$="NRIWG!":IF CN=Ff4l) THEN LET RI="IT OPENS": LET F( 211=0 
3230 RETURN 

3290 LET T=fi: LET R=F(F 1521 +571 : GOSUB 3310: LET ft=T 

♦ 3300 LET ft$=H4l+R IGHTt i D4 , LEN (D* 1 -2 > i RETURN 

♦ 3310 RESTORE: FOR hi TO R:READ Dl:NEXT I 
3320 RETURN 

♦ 3330 RESTOREjFOR 1=1 TO BO;READ Dt:MEIT I 
3340 RETURN 

♦ 3350 LET Ot=R!GHTI (Ot, LEN(0J)“1): RETURN 

♦ 3360 PRINT "PRESS RETURN TO CONTINUE’ 

24 3370 INPUT I*: RETURN 

♦ 3330 DIM C(G) ,Ef (89) ,F(70) ,11(61 t Ytl61 , QN (21 
3390 GOSUB 3330 




zm 

3415 

3425 

3430 

3440 

♦ 3450 
3460 
3470 
3480 
3490 
3500 
3510 
3520 
3530 

♦ 3540 
3550 
3560 
3570 
3580 
35 TO 
3600 

♦ 3610 
3620 


FOR 1=1 TO NDsREAD NEXT 1 

FOR 1=1 TO 6: READ M([> ,Yt(!):NEXT I 

LET B$= 'MOOEODSODMQ QUOODQfl INVGETT AKflAREAGI VS AYP ICHEATI EC L 1 ft 1 GUS EQ PE ' 
LET BI=Btt "L1GFILPLAWATSWI ENPENTCRDRENFEETURDI VBAILEATHRI NSBLDDRDE ATNQV 
LET B1 =B4 t ’ INTR INCUTHBLBUAPO ISHO UNLUI TDR I C OOP A YH AK BRE ST EG ATftEF 1 
LET UI> a ZPV SFGHFDUFE OIF XJABSET HMBSF ! IF JT EFBE" 

LEI Ills'THE GHOST 0F THE GOBLIN GUARDIAN* 

LET X2I="B MBSHF WJDF H5PKT JO TFDPOET!" 

LET K31='A GRARG PATROL APPROACHES* 


LET X44="HAGIC WORDS LIE AT THE CROSSROADS, THE FOUNTAIN AND THE * 


r 


You could ask sonieon€ to 
read out lines 3420 to 3440 to 
j you as they are very difficult to 
i copy correct ly. 

'LJ 




LET 154'" A PILE OF RUBBLE BLOCKS YOUft PATH" 
LET *7l="THE MOUNTAIN RUMBLES? ' 

LEI X8f="TDNERS FALL DOWN! " 

LET 19I="THE HIIAftB HAS YOU IN HIS BLARE" 
LET IBl="HE LEADS YOU " 

GO SUB 4400: PRINT "DO YOU WANT TO* 

PR I NT SPRINT * I. START A NEW GAME" 

PRINT "OR 2. CONTINUE A SAVED GAME* 
PR!N!:PftINT:PRINT "TYPE IN EITHER I OR 2" 
INPUT C: IF COI AND CQ2 THEN GOTO 35 BO 
IF C=l THEN GO SUB 4455 
IF C=2 THEN GOSUB 4605 
RETURN 



♦ 3635 

♦ 3645 
3650 
3660 
3670 
36 BO 
3690 
3700 
3710 
3720 
3730 
3740 
3750 
3760 
3770 
3795 
3790 
3900 
3310 
3320 
3930 
3840 
3850 
3860 
3870 
3B80 
3890 


DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 

DATA 


11HALF-DU6 GRAVE, 12S0BL1N GRAVEYARD 
S1HDLL0N T0HB,23STAL ACUTES AND STALAGMITES 


11HAZE OF TUNNELS, II VAULTED CAVERN 
23HI5H GLASS GATES, I2EN T RANCE HALL TO THE PALACE 
31GRARG SENTRY POST,126UARD ROOM 
31 MARSHY INLET, 23RUSTY GATES 
12 GAMER EE PEA'S CDTTAGE,31HISTY POOL 
11 HIGH-WALLED GARDEN, 14 INSCRIBED CAVERN 
340RNATE FOUNTAIN, I1DANK CORRIDOR 
12L0N6 GALLERY, J 2KITCHENS OF THE PALACE 
340LD KILN,44DVERGftONN TRACK 
31 DISUSED WATERWHEEL, 33SLU ICE GATES 
II GAP BETWEEN SOME BOULDERS, 4 1PERI LOUS PATH 
31SILVER BELL IN THE ROCK t I 2DUN&E0HS OF THE PALACE 
IIBANOUETING HALL,42PA1ACE BATTLEHENTS 
441 SL AND SHORE, 31 BEACHED KETCH 
13BARREN COUNTRYSIDE, 33SACKS ON THE UPPER FLOOR 


Be careful not to miss 
anything out when you type 
these data lines. It might help 
if someone reads them out to 

you. 



DATA 46PR0ZEN P0ND,2IHDUNTAIN HOT 

DATA 31RQN OF CASKS.1JWINE CELLAR 

DATA I2HALL OF TAPESTRIES, 11 DUSTY LIBRARY 

DATA I3R0UGH HATER, I 1PL0UGHED FIELD 

DATA 550LJT5IDE A WINDMILL, 42L0NER FLOOR OF THE MILL 

DATA 4 4 ICY PATH,41SCR£E SLOPE 

DATA 12SILVER CHAMBER, 12WIIARD'S LAER 

DATA 11 MOSAIC-FLOORED HALL,12SJLVER THRONE ROOM 

DATA 12NIBDLE DF THE LAKE.42EDBE OF AN ICY LAKE 

DATA 41 PITTED TRACK, 4 THIGH PINNACLE 


25 



mo DATA 55A8UVE A GLACIER ,2 1HUSE FALLEN OAK 
3910 DATA UTURflET ROOM WITH A SLOT MACHINE , UCOBVE&BV ROOM 
3920 DATA 31SAFE IN OGBAN S CHAMBER, 31 CUPBOARD JN A CORNER 
3930 DATA UNARflQH PASGASE, 16CA VE 
3740 DATA ilNOODMAN'S HUT.42SIDE OF A HOODED VALLEY 
3950 DATA 21 STREAM IN A VALLEY BOTTOM, 11 DEEP DARK HOOD 
3940 DATA iiSHADY HOLLQN,34ANCIENT STONE CIRCLE 
3970 DATA 16STA6LE,14ATTIC BEDROOM 
3900 DATA 11 DAMP HELL BOTTOM ,32TCP OF A DEEP HELL 
3990 DATA 31 BURNT -OUT CAMPFIRE, 14DRCHARD 
4000 DATA 62 END OF A BRIDGE .62END OF A BRIDGE 
4010 DATA 61 CROSSROADS ,4 IN INDING ROAD 
4020 DATA II VILLAGE OF RUSTIC HOUSES, 1 1 WHITE COTTAGE 
4030 DATA 3CD 1 NS , 1 SHEET t 3BDDTS „ 1 HDfiSESH DE 9 3APPLES „ 1 GU CK£T , 4A1E , 1B0AT , 1 PH I AL 
4040 DATA 3REEDS , HONE , 1SHIELD .3PLANXS , 1R0PE , 1 RI NG , 1 JUG , 1 NET, 1 SHORD 
4050 DATA 1SILVER PLATE , 1UN J FORM , 1 KEY , 3EEEDS , 1 LAMP , 3BREAD , 1 BROOCH , 3MATCHES 
4060 DATA 2STQHE OF DEST I NY,4APPLE, BED, CUPBOARD .BRIDGE, TREES, SAIL, KILN 
4070 DATA KETCH, BRICKS, HINDU ILL, SACKS, OSBAN'S BOAR, HR EEL 
4080 DATA PONY , GRAVESTONES, POOL .SATES , HANDLE , HUT , VINE , I NSCR1PI IONS , TRDLL, RUBBLE 
4090 DATA HOUND, FOUNTAIN, CIRCLE, ffOSA i CS , BOOKS, CASKS , HELL .HALLS , RATS, SAFE 
4100 DATA CDBNE8S, COIN, BELL, UP SILVER PLATE , STONES , K ! TCHE NS , GOBLET , HI HE 
41 10 DATA 6RAR6S , DOOR , AHAKE , 50 IDE , PROTECT , LEAD, HELP, CHEST , HATER 
4120 DATA STABLES, SLUICE GATES, POT, STATUE, PINNACLE, MUSIC, HA6IC WORDS 
4130 DATA MISTY POOL .HELL BOTTOM, OLD KILN, MOUNTAIN HUT 

♦ 4140 DATA IN, A .NEAR, THE ,BY, SOME, Ott, AN, *V . AT, A SHALL 
4150 DATA E , ESIH,)4E , EN , EV, ESN , ESM , E&, £W , 

4160 DATA S,N,ES j SN l S 1 Nlf r H t N,ES l HSH 
4170 DATA NS , E , N5 H , N . ME S T E W , H , S , NS , N 
4180 DATA NES.H.NS.D.NES.SH.E.NH.NS.S 
4190 DATA NS . E , NSEH'HU , LID , NS , E , SH, NSE , NH 
4200 DATA NE,EH,N5H,E,NN,S,E ( HEK,HN,$ 

4210 DATA ES, SH.NES ,EH , SH , NE , EH , ESW, SH , ND 

♦ 4220 DATA a l ,E l NEN 1 EN,NEH,£H,EN,NEH,NEH,HU 

♦ 4230 DATA 80,70,60,69,74,72,63,52,20,11,1,14,36,54,61,21,32,10,50 

♦ 4240 DATA 29,59,34,13,30,30,81,47,74 

4250 DATA 1,2,3,4,5,9,12,13,16,17,20,21,22 

4260 LET I$=**:FQR 1=1 TO LENLR41 

♦ 4270 LET CMUDHRI,I,l>:IF Gf<*A* THEN LET I*=2*+Ct!GOTO 4300 

♦ 4230 LET C-flSC (C* ) -1 : IF C=&4 THEN LET C=90 
4290 LET Zf-ZI+CHft$lC) 

4300 NETT I:LET R*=Z*;RETUHN 
4310 LET Jf= , SSSSSSSS’:LET NG=0 
4320 LET MP=D/2i6DSUB 4400 

4330 PRINT "YOU ARE LOST IN THE":PHINT * TUNNELS* 

4340 PRINT 'WHICH NAY? (N.S.N DR El* 

4350 IF NS>15 THEN PRINT *I0R G TO GIVE UP!1“ 

♦4360 PRINT: INPUT H$:L£T J*=RIGHTi[JttRI5HTt!*$,l},8) 

4370 IF Mt=*S“ THEN LET F(56l=l:RETURN 
4380 [F JtOGKMP) THEN LET NG=N&+L:60TO 4320 
4390 RETURN 



r 


You need tu type in different 
numbers of equals signs on 
different computers in line 
4430- See pages 28 to 30. 


*4400 ELS: PRINT 

4410 PRINT TAB (EL/2-9) j'NYSTERY OF SILVER* 

4420 PRINT TAB(EL/2-9);' NQUNTA1N* 

*4430 PRINT '================================sssss»»' 

*4440 PRINT: PRINT; RETURN 
4450 FOR 1=1 TO OOtREAD EUDsNEIT I 
4460 FOR 1=1 TO G:8EAD ElMtNEJT I 
4470 FOR 1=1 TO 13s READ As LET FiA)»l:NE*T I 
*4400 LET F H 1 HINT (ftNJ) 1 1 1 *900) +100; LET F(42HINT(RND(lH3l+2 
*4490 LET F(441M:LET F(57)=6B:LEI FI5B)=54:LET F(59>*15iLET F(521=INTIRND!1)*31 
4500 LET R=77:LET fit='6005 LUCK ON YOUR QUEST!* 

4510 LET E$(I1=";FDR 1=1 TO 6 
*4520 LET f$=NID4!B$, HINT (AND 1 1 i *4] fr3 , 1 J 
*4530 LET BlllHBfdHF* 

4540 IF Ft=’N" THEN LET L*= H S" 

4550 IF Ffi'S* THEN LET L*= , «* 



4560 IF Ft=*E‘ THEN LET L1="»" 

4570 IF F*=*W" THEN LET Li=*£‘ 

*4500 LET GJ(2)=LI+G$!2l 
4590 NEXT I; RETURN 
*4600 30SUB 4640: G0SUB 4670 
4610 LET R=F(69);LET Rl=*0K. CARRY ON' 

4620 RETURN 

4630 LET F(69)=R:GDSUB 4640:GOSUB 4760iPRINT 'BYE. ..*:5T0P 


0 


Lines 4640 to 4820 save 
load an unfinished game 


y 


0 


*4640 

4650 

4660 

*4670 

*4680 

*4690 

*4700 

*4710 

*4720 

*4730 

*4740 

4750 

*4760 

♦ 4770 
*4780 

♦ 4790 

♦ 4800 
*4810 
*4820 

4830 

4840 

*4650 

*4860 

4B70 

*4880 

4890 


PRINT r Pfi TNT ‘PLEASE ENTER FILE NANE J : INPUT FLI 
RETURN 

REN READ DATA FILE 
REN 

PRINT ‘OK. SEARCHING FDR "iFL# 

X=0PENiHIFLD: PRINT ‘OK. LOADING' 

FOR 1=1 TO BOt INPUT#*, EttlH NEXT 
FOR 1=1 IB 8:lNPJTI*,Cil)tNEJT 
FDR 1=1 TO 70:lNPUltX,F(It:HEXT 
INPUT#* , GUI): INPUT#* |Gt (2) 

CLOSE# 1: RETURN 
REN SAVE DATA FILE 
REN 

*=0PEN0UT (FLf I .PRINT "OK, SAVING" 

FOR 1=1 TO 80:P«INT#*,E#II):NE*T 
FOR 1=1 TO G:PSINT|*,CII):NE*T 
FOR 1=1 TO 70:PRIHT#*,FH)!NE1!T 
PRINTtX ,51(1): PRINT#* , Si (2) 

CLOSE# X: RE TURN 
LET LS=l:LET LP«1 
FOR 1=1 TO LENIJI) 

IF lUDf (Jf,I,l)=‘ ' AND LL>EL THEN PRINT HlDt(J*,LP,LS-LP):LET LL=I -LSs LET LP=LS+I 

IF HIDtCJI , I t 17=“ * THEN LET LS*I 

LET LL=LL+liNEXT I 

PRINT NlDHJ^LPjLENlJD-LPJl 

RETURN 




Program changes for different 
computers 

On the next three pages are Listed all the changes you need to make to the main program 
for the following computers: Commodore 64, VIC 20 (+ 16K RAM), Apple 11, TRS-80 
Colour Computer (32K), BBC {32K), Electron and 48K Spectrum, Find the section for 
your computer and follow the instructions. 


Commodore 64 

Leave out the command LET wherever it 
occurs in the program listing. Alter, add 
or leave out the following lines, 

SID Leave out all the spaces between the 

words and numbers in this line EXCEPT 

inside the quotes. 

jBO, 400, 420 Leave out the spaces 

between the words and numbers in these 

lines. 

900 Leave out all the spaces in this line. 
Use the shortened form of RETURN at the 
end of the line: type RET and hold the 
shift key down as you press the letter T, 
910, 1010, 1040, 1070, 1200, 1240 Leave out 
all spaces in these lines. 

1600 Leave out all the spaces in this line 
except those inside quotes. Use the 


VIC 20 

Leave out the command LET wherever it 
occurs in the program listing. 

10 LET EL=2l:LET ND=flBfLET NV=57!lET 8=28 
250 Type in 22 equals signs in this line. 

690 905UB 4400:3I-RI+* a : GDSlfB 4B30i PRINT 
700 PRINT 'YOU HAVE FAILED IN 1 ! PRINT “YOUR 
QUEST* 

710 PRINT:PRIN1 “BUT YOU ARE GRANTED*! PRINT 
“ANOTHER TRY* 


s hortened form of GOSUB : type GOS and 
hold the shift key down when you press 
the letter S. 

3020 Leave out all the spaces in this line. 
4400 PRINT CHRt(!47):PR|NT 
4690 OPEN l,l,0,FLt:PRINT “OK, LOADING* 
4700 FOR 1=1 TO 80s INPUTI1,E4 (IhNEIT I 
4710 FOR 1*1 TO S:INPUTll,C(I):NElT I 
4720 FOR 1=1 TO 70ilNP||T#l r F Ms NEXT 1 
4730 INPUTtl,6f 11): jNPUTtl,Gf (2) 

4740 CLOSE h RETURN 

4770 OPEN I t 1,1, Fit: PRINT ‘OK, SAVINS" 

47B0 FOR 1=1 TO GO: PRINT* 1 41 ); RENT 1 
4790 FOR 1=1 ID G: PRTNTtI , C f H : NEXT 1 
4800 FOR 1=1 ID 70jPRINT#l t FIII:NEIT I 
4910 PRINT*] ,81 (l):PRINTtI t Gt<2) 

4620 CLOSE 1: RETURN 


740 PRINT “YOU HAVE SUCCEEDED IN* 

770 PRINT "YOUR QUEST AND BROUGHT* 

780 PRINT ‘PEACE TQ THE LAND* 

900, 1600 Leave out all the spaces 
between words and numbers except 
inside the quotes. 

4430 Type in 22 equals signs in this line. 
4400-4920 Change these lines as for the 
Commodore 64 (see above). 


TRS-80 Colour Computer (32K) 

You can leave out the command LET if 4700 FDR 1=1 TQ 80s 1NPUTI-1,E4(I);N£U I 
you want. 


5 CLEAR 700 

10 LET EL=3ltLET «D=68:LET NV=57:LET 6=2B 
250 Type in 32 equals signs in this line. 
760 PRINT "NHAT HILL YOU DO NON “ 

4430 Type in 32 equals signs in this line. 
4440 RETURN 

4480, 4490, 4520 Change RIMD(l) to 
KND(O). 

4670 INPUT “PRESS PLAY ON TAPE, THEN PRESS 
ENTER* jjt 

4690 OPEN “ I* ,*-1, FLU PRINT 'OK, LOADING* 


4710 FOR 1*1 TO GilNPUTI-ljCITbNEXT I 
4720 FOR 1*1 TO 70i]NPUTI-l,FiIiiNEXT 1 
4730 INPUTi-i,6fU);INPUT*-l,6li2) 

4740 CLQSEM: RETURN 
4760 INPUT “PRESS RECORD AND PLAY, THEN 
PRESS ENTER"; Jt 

4770 OPEN "O' , 1-1, FLIs PRINT *DK. SAVINS" 
4790 FOR 1=1 TO 8D:PRlNTl-l t £«(IliNEXT I 
4790 FUR 1*1 TQ BiPfllNTt-l.CIUlHEIT 1 
4 BOO FDR 1=1 TQ 70:PRJNT*-1,F(1):NEXT I 
4810 PR1 NT#-J , 84 ( 1 ) : PRINT!- 1 , Gl (2) 

4820 CLOSE#-!: RETURN 
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Apple II 

If you are using a cassette recorder with 
your Apple, you cannot save a partly 
finished game on tape. {You can save the 
whole game listing on tape, but you have 
to start a new game each time you load 
it.) Alter or leave out the following Lines: 

3610 IF C=2 THEN 6DSJ8 4450 
♦400 HQMEiFRIWT 

4600-4820 Leave out these lines. 

If you have a disk drive, you can save a 
partly- finished game. Type in the program 
making the following changes: 

4400 HM1E:PRINT 


Electron 


BBC 

Leave out the command LET wherever it 


You can leave out the command LET if 

occurs in the program listing. 


you want. 


Spectrum 

Keep the CAPS LOCK key on when you are typing in the program and playing the game. 
Wherever you come across Xl$ to X9$ or XB$ in the program, replace them with the 
words inside the quote marks in lines 3450-3540 in the main listing. For example, line 
530 will be: 

530 IF R=48 AND F(63>=0 THEN LET Rt=*TH£ If IZARD HA 5 YOU iH HIS GLARE*: GOTO 30 


4490 Dl= "(Press control D] *■ PRINT Df; 

'QPEN'+FLti PRINT Dlj "READ'+FLt 
4700 FOR 1=1 TO SO: INPUT EltlhNEiT I 
4710 FOR 1=1 TO 0: INPUT CllhNEH I 
4720 FOR 1=1 TO 70: INPUT F(I1:NEIT I 
4730 INPUT GUI); INPUT SJ(?) 

4740 PRINT Oli ■CLOSE" t-FLi: RETURN 
4770 Dl=" (Press control D)": PRINT 34; 

"DPEN"+FL*;PRINT 01 j "WRITE '+FLI 
4780 FOR 1=1 TO 30: PRINT EKDsNEIT I 
4790 FDR 1=1 TO GjPRINT CUlfNEKT I 
4800 FOR 1=1 TO 70;PRINT F(I1:NEIT 1 
4510 PRINT El ID SPRINT GK2) 

♦820 PRINT D*?"CLQSE‘+FLl! RETURN 


Alter, add or leave out lines as follows: 

10 LEI EL=32:LET N 0=88: LET NV=57:LET B=2fl 

40 LET P*=I*(VAL(Mlim 

61 IF Pl(l)=* * THEN LET PI=":SEJT0 69 

63 IF PtCLEhtPl) >=“ " THEN LET PI=PtI TO LENlPfl-I) :S0T0 43 

65 LET P4-P4+* ‘+YHVALIDH21)) 

48 IF PIILEN[PI1I=* ' THEN LET Pl=P*f TO LEN <P* 1-1 1: GOTO 48 

49 LET PI=PI+' ' 

70 LET J*=RI+\ "+'Y0U ARE '+PI+DH3 TO )♦* "sGOSUB 4830 
1 ID Leave out this line. 

120 IF FCI1=0 AND C(Ii=R THEN G0SUB 4900 

180 IF R=18 AND E*I181="N ’ THEN LET )f=3*+" A» OAK DOOR,* 

230 FOR 1=1 TO LEN(E!(RI):IF EI(R,1K>" " THEN PRINT EUR,!); 1 ,*; 

250 Type in 32 equals signs in this Line. 

300 FDR 1=1 TD LENlHl-l 

310 IF 11(11=" * AND Vl='" THEN LET W-IN TO Hi 

320 IF 11(1+110* " AND Vt<>"* THEN LET TI=If(I+l TO ):LET 1=LENU*1 

340 LET U*=W< TO 31 

370 FOR 1=1 TO NVilF B#Sl*3-2 TO 1*3)=JI THEN LET VB-IsLET I=NV 
550 80BUB 31 (0B) 

540-640 Leave out these lines. 

1070 IF R=37 AND 0=4 AND Ef(37)="EN " THEN LET R=67;LET RI="THE PASSAGE NAB STEEP I * : HETUflH 
1110 LET KI=E$(0n,I) 

3300 LET ft|= J NASIC WORDS LIE AT THE CROSSROADS, THE FOUNTAIN AND THE "+01(3 TO 1; RETURN 
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5310 LET l=mmiM)/2m 

3312 RESTORE 1*10+3620 

3315 FOR 1=0 TO 

3317 READ DKNEXT I 

3330 RESTORE 1030 

3350 LET 01=01(2 TO ) [RETURN 

3300 PRINT "PRESS ENTER TO CONTINUE" 

3300 DIM CfShDIN EK80,4>:DUt F(70):DIH TI16,4):DIM Y* ti,7> :DItt SJ(2,8>:Dl!l KNV+li 
3450-3540 Leave out these lines. 

3545 S0SU8 5050 

3630-4220 The words in the DATA lines need to be inside quotes, for example: 

3630 DATA *11 HALF-DUS GRAVE", "12G0BL IN GRAVEYARD" 

4140 Do not put quote marks round the pairs of quote marks in this line. 

4220 Do not put quote marks round the pair of quote marks in this line. 

4230-4250 The numbers in these DATA lines do not need to go inside quote marks. 

4270 LET C$=ftS(IliIF CK’A" THEN LET ZI=ZltCi;6QTB 4300 

4280 LET OCODElCIHsIF C=64 THEN LET C=90 

4360 PR INI i INPUT Hi; LET JKiJKH|(l>H2 TO 1 

4430 Type in 32 equals signs in this line. 

4400,4490 Change RND< I) tuRNDin these lines. 

4520 LET FI=BI(I+JNT(RNDM)*3I 
4530 LET GI(1)=BI(1) ( TO I-ll+F* 

4580 LET G*I2)=LKGK2H TO 1-11 
4640 Replace FL$ with F$. 

4680 PRINT "OK, SEARCHING FOR *;FI 
4690 Leave out this line, 

4700 LOAD FH-MEI) 1 DATA Eli) 

4710 LOAD Ff+'lCr DATA Cl) 

4720 LOAD Ff+*CFI" DATA FI I 

4730 LOAD FI+'fGIl* DATA Gill 
4740 RETURN 

4770 Leave out this line. 

4700 SAVE FI+MED" DATA Ell) 

4790 SAVE FI+* (Cl* DATA CO 

4800 SAVE Ft+'IF) 1 DATA FO 

4810 SAVE FI+- EGO " DATA 01(1 
4820 RETURN 

4850 IF Jlin=" " AND LL>EL THEN PRINT JKLP TO L$-J>:LET LL*HS:LET LP=LS +1 
4860 IF JKD=" " THEN LET LS=I 
4080 PRINT JKLP TO I; 

4900 LET P*=YIWAL<Ollim:BO5U0 3350 
4910 IF PKLENlPll )=" 1 THEN LET P*=PK TO LENfPIMhMTO 4910 
4920 LET Jt=Jt+" *+P It" '+0I+Y 
4930 RETURN 

5000 RESTORE 6000: FOR 1=1 TO NV+1 
5010 READ 1(1 It NEXT ! 

5020 RESTORE 41 50: RETURN 

6000 DATA 800,800,800,800,000,000,1220, 1290,1290,1470,1470,1750, 1R90 
6010 DATA 1960,1980,2010,2050,2870,2120,2220,2310,2300,2420,2450,2470,2520 
6020 DATA 2550, 25BO, 2610, 2650, 2670, 2700, 2720, 2730,2830, 2800, 2070, 2730, 2920 
6030 DATA 2950,2990,3010,3050,3070,2310,2990,3070,3130,2120,3190,1470,3100 
**° 6040 DATA 2870,3150,1290,1290,3170,3200 


Saving a partly-finished 
game on the Spectrum 

When you save a partly finished game 
(see page 31), you need to give the game 
a file name. Then the message START 
TAPE, THEN PRESS ANY KEY will 
appear on the screen. The computer 
saves the data in four blocks. After each 
block it puts this same message on the 
screen and you need to press enter to 
make the computer save the next block 
of data. 


liovv to | )loy tl le gan \e 



When you type RUN, this message 
appears on the screen.. Type 1 and press 
RETURN to begin a game, (2 is for loading 
a game you have already started. There is 
more about this at the bottom of the page.} 



Each time you move, the computer will 
describe where you are. If you want to take 
something with you* type GET or TAKE 
and the name of the object. Typing INV 
(short for inventory) will list all the objects 
you are carrying. 



The computer is oniy programmed to 
understand certain instructions^ If it does 
not understand your command, it prints a 
message such as the one above or 
PARDON? or TRY SOMETHING ELSE. 



When the game begins* the computer 
prints this message telling you where you 
are and that you can move east or west. 
You move around in the game by typing N, 
S* E, W, U or D for north, south, east* west* 
up or down. 



You can give the computer 
instructions consisting of two words, such 
as UNLOCK DOOR or FILL JAR * 
Instructions such as READ MESSAGE or 
EXAMINE PICTURES sometimes reveal 
further information. 



Typing SAVE GAME at any stage lets you 
store a partly-finished game on tape or 
disk. You can continue the game later by 
typing 2 in response to the question which 
appears on the screen when you load and 
run the game program (see top of page). 31 


*[f an object has a name consisting of two words* e.g. silver plate* you can use three-word 
instructions, such as USE SILVER PLATE, 









hints and dues 

Do not look at this page unless you are thoroughly stuck. It contains clues which might 
help you, but you need to work out how to read them first, Tf you need further help, write to 
the address at the bottom of the page, stating where you get stuck, and you will be sent a 
further sheet of clues. Mark the envelope SILVER MOUNTAIN and enclose a stamped 
addressed envelope. 

If the program does not work or you get error messages* check each line for mistakes. 
Ask someone to read it out to you including all the punctuation, if you still have problems, 
send a copy on cassette to the address below stating what computer you have and what 
the problem is* Mark the envelope SILVER MOUNTAIN and enclose stamps for return 
postage. 


Here is a list of instructions the computer 
understands. If you type a different 
instruction the computer will not 
understand it even if it makes sense to you. 


3MIMAX3 

3HAT 

T30 

YA3 

3V1D 

OA3a 

HIT 

HA3W 

H01H 

HSU 

Dlfl 

SMIJ3 

JJH 

THOU 

M330 

owtwe 

A3TAW 

TWAJS 

33OH0 

JI3TW3 

YTHM3 

VTflUT 

0333 

3YOM3H 

3VA3J 

J1AH 

3VI0 

WOJH 

Tfl33kII 

WOflHT 

3VOM 

TA3 

30HQ 

TUO 

OMLH 

OTI/11 

noaioq 

kinua 

CIJOH 

HT1W 

XOOJMU 

W0H3 

YAH 

TWUCO 

MM1HCI 

JA3T3 

HA3HB 

3MAM 


T03J33H 

A3HTAO 


High walled rock garden 

pm d Ism 02 bns - tnelq ol egnirh bssn no Y 
,woip rnorit qted of 

Bridge 

.agbhd Hot eat aidT 

Misty pool 

uoY auomtayrn pnidtsmua ei arartT 
li isdui ti/o bnit of looq sdl ytqma 03 boon 

,ei 

QgbatVs Boar 

pfiidtomoe loi bn filet orlf no bn more jIooJ 
.rfioS odt tesq lop uoy qloil ol 


Mosaic -floored hall 

ni ?IooJ) Sllfid odf lo brto odt t& ai IfirfW *i 
ot nood ovfid UO^H ( + W ogeq no oiuloiq odt 
bnnol ovfid ysm uoy ^nodoliJ orit 
tnovoiq lliw rbirlw si^d oeu ot grtidtomoe 
.boog lol - noy pmrrneri mod nedpO 
a’pifiipeM yd boJoold ei opezeeq tuqY _S 
odl lie gmyneo ore ooy ti ylnO ,allsqe Jivs 
og ol bowolls od uoy Urw eloojdo oigsm 

Stables 

noboow odt mort grridtomoe boon uoY 
ynBD egifiiD odT ,otdfiie odtto ioob 
.ermotinu riodl ni eodotsm 

Fallen oak 

odi io! pn in stall ai nfiibtfiuO nildoD odT 
sdt dpuroidt gniwold bniw odt lo bnuoe 
mod asw ad oiodw aoriersm odfto abooi 

Wooded valley 

mid ovig uoy li uoy leuti itiw tirfiroH odT 
.mid ot gnolod ot boeu tedt gmdtsmoa 

Underground tunnels 

ol enoitooiib doidw ni luo bnrt nfio uoY 
ion enoiiqiioafii amoa gninirrifixo yd loveit 

.yewfi let 

Attic bedroom 

fi ni bnil ol tooqKO uoy bluow ted W 
ei oisritli ooe brte ti onimsxH ^mooibod 
Jutoau pnidlyrifi 

Silver Chamber 

bn e yniteoO 1o onotg odl QJOH laum uoY 
,ono yd sno abiow oipern adl YA2 
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The first two books in this series mark the beginning of a completely 
new kind of adventure game . They each contain an exciting adventure 
program for you to type into your computer. As you play the game on 
the computer, the imaginary world of the game is vividly recreated in 
colourful pictures in the book and you can find clues hidden in the 

pictures to help you 

An adventure game takes you into a different world where you have to 
pit your wits against magical forces, evil creatures and powerful 
tyrants. The books give thorough instructions on how to play and hints 
on what to do if you get stuck. 

The programs are written in a standard BASIC and there are 
conversions listed to make them suitable for the Commodore 64, 
expanded VIC 20, TRS-80 Colour Computer (32K), Apple II, 

BBC (32K), Electron and 48K Spectrum. 


